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(54) Configuration technique for a gaming machine 



(57) A plurality of EGMs (1 0A-1 0C) are connected 
within a network (50). Each of the EGMs is remotely con- 
figurable so as to enable an operator to select any de- 
sired parameter of the game. The configuration of one 



EGM may be uploaded to the network and programmed 
into other EGMs connected to the network. An operator 
may program the initial EGM atthe EGM itself or remote- 
ly. In another embodiment, one EGM (a master) may 
download its configuration settings into other EGMs. 
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Description 

[0001] This invention relates to gaming machines 
and, in particular, to a technique for configuring param- 
eters of a gaming machine connected in a network. 
[0002] Many modem electronic gaming machines 
(EGMs) include a communications board that commu- 
nicates accounting and other data from the gaming ma- 
chine to a central server run by the casino. In this way, 
all the data from the gaming machines is retrievable 
from one location rather than requiring a casino attend- 
ant to physically go to each of the gaming machines to 
obtain the information. Another recent trend has been 
to program various aspects of the gaming machines via 
the central server. 

[0003] The present invention relates to a convenient 
and reliable way to program game characteristics into 
one or a plurality of EGMs. 

[0004] A plurality of EGMs are connected within a net- 
work. Each of the EGMs is configurable so as to enable 
an operator to select any available parameter of the 
game, such as the type of game offered by the EGM, 
denominations accepted, bet per payline (assuming a 
video or physical reel-type slot machine), average pay- 
back percentage, or any other parameter. The EGMs 
have at least some of these possible parameters stored 
in the EGM's memory. 

[0005] An operator, physically at an EGM, initializes 
a configuration program in the EGM, which presents the 
possible configurations to the operator on a display 
screen. The operator then makes his selection of the 
various parameters offered by the menu-driven pro- 
gram. When finished, the operatorthen uploads the set- 
tings to a central computer memory, along with the 
EGM's unique ID code. This initial EGM may now be 
played with the new settings. To create the same set- 
tings in other EGMs, the network then downloads the 
settings from the initial EGM to those other EGMs, so 
that they are all configured the same. 
[0006] All the initial settings may, instead, be directly 
defined via an operator's console without the operator 
being physically present at any EGM. The settings are 
then downloaded to any designated EGM. 
[0007] In another embodiment, one EGM (a master) 
may download its configuration settings into other 
EGMs. 

[0008] Configuration setting changes may also be 
made to the EGMs after they have been initially config- 
ured, such as for changing the sound levels and average 
payout percentages for different times of the day or for 
different days of the week. The system waits until an 
EGM is not in use, commands the EGM to be in an out- 
of-service mode, and then downloads the new settings. 
The EGM is then switched back to a play mode. 
[0009] Additional embodiments are described. 

Fig. 1 illustrates one type of EGM that can receive 
and transmit data via a communications link to a 



network. 

Fig. 2 is a block diagram of various functional blocks 
in the EGM of Fig. 1 . 

5 

Fig. 3 is a block diagram of one example of multiple 
EGMs connected to a network. 

Fig. 4 is flowchart of a method to initially configure 
io an EGM. 

Fig. 5 is a sample menu offering a selection of pos- 
sible games. 

15 Fig. 6 is a sample menu offering a selection of var- 
ious game parameters. 

Fig. 7 is a flowchart of a method used to configure 
EGMs, other than the initial EGM, so all the EGMs 
have the same configuration settings. 

Fig. 8 is a flowchart of a method for reconfiguring 
EGMs during operation. 

[0010] The invention is primarily software related, and 
numerous hardware implementations are possible in 
conjunction with the invention. One particular gaming 
machine platform and network will be described as an 
example. 

[0011] Fig. 1 is a perspective view of a gaming ma- 
chine 1 0 that can be used in the present invention. Ma- 
chine 10 includes a display 12 that may be a thin film 
transistor (TFT) display, a liquid crystal display (LCD), 
a cathode ray tube (CRT), or any other type of display. 
A second display 14 provides game data or other infor- 
mation in addition to display 12. Display 14 may provide 
static information, such as an advertisement for the 
game, the rules of the game, pay tables, paylines, or 
other information, or may even display the game itself 
along with display 12. Alternatively, the area for display 
14 may be a display glass for conveying information 
about the game. 

[0012] A coin slot 16 accepts coins or tokens in one 
or more denominations to generate credits within ma- 
chine 1 0 for playing games. An input slot 1 8 for an op- 
tical reader and printer receives machine readable print- 
ed tickets and outputs printed tickets for use in cashless 
gaming. A bill acceptor 20 accepts various denomina- 
tions of banknotes. 

[0013] A coin tray 22 receives coins or tokens from a 
hopper upon a win or upon the player cashing out. 
[0014] A card reader slot 24 accepts any of various 
types of cards, such as smart cards, magnetic strip 
cards, or other types of cards conveying machine read- 
able information. The card reader reads the inserted 
card for player and credit information for cashless gam- 
ing. The card reader may also include an optical reader 
and printer for reading and printing coded barcodes and 
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other information on a paper ticket. 
[0015] A keypad 26 accepts player input, such as a 
personal identification number (PIN) or any other player 
information. A display 28 above keypad 26 displays a 
menu for instructions and other information and pro- 5 
vides visual feedback of the keys pressed. 
[0016] Player control buttons 30 include any buttons 
needed for the play of the particular game or games of- 
fered by machine 1 0 including, for example, a bet but- . 
ton, a repeat bet button, a play two-ways button, a spin 10 
reels button, a deal button, hold cards buttons, a draw 
button, a maximum bet button, a cash-out button, a dis- 
play paylines button, a display payout tables button, and 
any other suitable button. Buttons 30 may be replaced 
by a touch screen with virtual buttons. 15 
[0017] Fig. 2 illustrates basic circuit blocks in a suita- 
ble gaming machine 1 0. The gaming device 1 0 may use 
conventional hardware. A communications board 32 
may contain conventional circuitry for coupling the gam- 
ing machine 10 to a local area network (LAN) or other 20 
type of network using Ethernet or any other protocol. 
The communications board 32 transmits using a wire- 
less transmitter, or it may be directly connected to a net- 
work running throughout the casino floor. The commu- 
nications board 32 basically sets up a communication 25 
link with a network server and buffers data between the 
network and the game controller board 34. 
[0018] The game controller board 34 contains mem- 
ory and a processor for carrying out programs stored in 
the memory and for providing the information requested 30 
by the network. The game controller board 34 carries 
out the game routine and applies various configurable 
parameters to the game routine, which will be discussed 
in detail below. 

[0019] Peripheral devices/boards communicate with 35 
the game controller board 34 via a bus 35 using, for ex- 
ample, an RS-232 interface. Such peripherals may in- 
clude a bill validator 36, a coin detector 37, a smart card 
reader or other type of credit card reader 38, and player 
control inputs 39 (such as the various buttons 30 shown *o 
in Fig. 1 or a touch screen). An audio board 40 converts 
coded signals into analog signals for driving speakers. 
A display controller 42, which typically requires a high 
data transfer rate.co nverts coded signals to pixel signals 
for the display 1 2. Display controller 42 and audio board 45 
40 may be directly connected to parallel ports on the 
game controller board 34. 

[0020] The electronics on the various boards may be 
combined onto a single board. 

[0021 ] Fig. 3 is a simplified block diagram of one type so 
of network for communicating with a plurality of EGMs 
1 0A, 1 0B, and 1 0C. Of course, there will be many more 
EGMs connected to the network. The communication 
board in each of the EGMs is connected to a network 
50. Network 50 may be wireless or use cabling. Floor 55 
servers 52 and 54 facilitate communication between the 
EGMs and other components in the network. The 
number of floor servers (or their necessity) is deter- 



mined by the number of EGMs and the amount of daily 
communication required. Floor servers 52/54 also may 
perform automatic accounting and other data collection 
on a periodic basis during normal operation of the 
EGMs. 

[0022] The floor servers 52/54 communicate with 
EGMs identified by a connection engine 56, which sets 
up a data link to any designated EGM. The connection 
engine 56 is essentially a router that routes data to the 
proper floor server. 

[0023] Each EGM is has a unique ID code that is used 
to address the EGM and identify transmissions from a 
particular EGM. The ID code may be permanently 
stored in an ID chip in the EGM. The connection engine 
56 uses a data base of all of these IDs when communi- 
cating with the EGMs. Alternatively, a software routine 
may be performed to assign a unique ID to each of the 
EGMs, and the ID is then stored in both the EGM mem- 
ory and an external memory. 

[0024] Operator interface terminals 58 and 59 (work- 
stations) are provided to enable an operator to control 
the various communications to and from specific ones 
of the EGMs. 

[0025] A configuration server 60, whose function will 
be described in detail below, stores the game configu- 
rations of all the EGMs so as to be able to download a 
particular configuration of one EGM to any other EGM. 
[0026] In one embodiment, all communications be- 
tween the EGMs and the network is encrypted. XML (ex- 
tensible Markup Language) may be used as a data ex- 
change format. The particular implementation of the net- 
work is not significant for this invention, and various oth- 
er types of systems would also be adequate. 
[0027] Once the EGMs are connected to the network 
and have all been assigned unique ID codes, the EGMs 
must be configured with various parameters determined 
by casino or jurisdictional requirements. 
[0028] Fig. 4 is a flowchart illustrating one technique 
for configuring the EGMs. 

[0029] In step 61 of Fig. 4, a casino attendant opens 
the front door of one of the EGMs (e.g., EGM 1 0A) and 
sets a switch to convert the EGM to a configuration 
mode. Such setting of the mode may also be performed 
using a key or by other means, such as a coded entry 
into keypad 26. The first display on the screen may pro- 
vide instructions to the operator on how to configure the 
machine. 

[0030] In step 62, various menus are displayed pre- 
senting the possible configuration settings for the EGM. 
Assuming the display 12 (Fig. 1) is a touch screen, the 
setting of the configuration of the "initial" EGM is menu 
driven with the selections made by the operator touching 
portions of the screen. All possible configuration set- 
tings were previously stored in each of the EGMs. 
[0031] One menu offering the operator a selection of 
possible configurations may be that shown in Fig. 5, 
where the possible games are displayed in a matrix. The 
actual game programs themselves may all be stored in 
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the EGM memory. The operator touches the desired 
game to set that particular parameter (step 63). 
[0032] A next menu then appears offering the opera- 
tor other possible configurations, such as shown in Fig. 
6. The operator then touches the areas corresponding 
to the desired parameters to set these parameters. In 
the illustration of Fig. 6, the possible parameters offered 
by the menu include whether the game type is a free 
game type or a credit version, where the free game type 
may be for demonstrating the operation of the game as 
an introduction to the players. Other parameters include 
the acceptable denominations of coins or bills, the 
number of video reels displayed, the number of pay- 
lines, the bet per payline, the average payout percent- 
age, currency exchange rates for converting a value of 
currency from one country to a value of currency in an- 
other country, and sound levels. Once a parameter is 
selected, it is highlighted on the screen to identify its se- 
lection. 

[0033] Many other types of presentations are possi- 
ble. Other forms of selection menus may present a 
number of preselected settings for the operator to 
choose from rather than requiring the operator to select 
each individual setting. 

[0034] Subsequent menus may relate to the sound 
volume, pay tables, and any other variables. 
[0035] In step 64, when the operator has finished con- 
figuring the EGM, the operator controls the EGM (by, for 
example, a touch screen button) to upload the settings 
to the configuration server 60 (Fig. 3) along with the 
unique ID of the EGM. The configuration of this initial 
EGM is now stored in the configuration server 60, 
[0036] The initial EGM, with the new settings, may 
then be set by the operator to be in the play mode, and 
play may commence. 

[0037] As an alternative to the operator being physi- 
cally at the EGM and entering the configuration via the 
EGM controls (whether by touch screen or by other 
types of input devices), the configuration may be set via 
the operator interface 58/59 in Fig. 3, where a server 
emulates the EGM, and the operator carries out steps 
61-64 in Fig. 4. 

[0038] Typically, multiple EGMs are configured in ex- 
actly the same way and are located in groups on the 
casino floor. So that the casino operators do not have 
to individually program each of the EGMs, the configu- 
ration file from configuring the initial EGM, stored in the 
configuration server 60, may be used to automatically 
set the configurations of any of the other EGMs, such 
as EGMs 10B and 10C in Fig. 3. Fig. 7 is a flowchart 
illustrating such programming. 

[0039] In step 71 of Fig. 7, an operator at operator in- 
terface 58/59 identifies a particular EGM, using the 
EGM's unique ID, that is to receive a particular prede- 
fined configuration. The operator interface 58/59 calls 
up from the configuration server 60 the configuration 
settings of the initial EGM 10A. The connection engine 
56, in conjunction with the floor servers 52/54, transmits 



a request to the selected EGM (the target EGM) to trans- 
mit all of its possible parameters (step 72) to the config- 
uration server 60 so that the configuration server 60 can 
verify that the EGM can support the preselected settings 

5 (step 73). The configuration server 60 thus identifies 
whether the preselected settings are among the possi- 
ble settings identified by the target EGM. 
[0040] Assuming the target EGM can support the set- 
tings, the configuration server 60 then downloads the 

10 settings to the target EGM (step 74). In one embodi- 
ment, the steps 71-73 are performed on a bank of iden- 
tical EGMs, and the configuration server 60, in conjunc- 
tion with the connection engine 56 and floor servers 
52/54, then broadcasts the download settings to all of 

15 the EGMs at the same time. 

[0041] Of course, conventional hand-shaking and 
other acknowledgment signals are transmitted back and 
forth across the network as would be conventional in the 
field of data transmission. These details are unneces- 

20 sary to the understanding of the invention. 

[0042] If the settings need to be changed for any rea- 
son, such settings may be made using the operator in- 
terface 58/59. Fig. 8 is a flowchart illustrating how 
changes may be made during the operation of the EGMs 

25 (i.e., afterthe initial configurations have been download- 
ed to the EGMs). 

[0043] In step 81 of Fig. 8, the operator at operator 
interface 58/59 calls up a particular configuration in con- 
figuration server 60, along with all the other possible 
30 configuration parameters, and changes the settings as 
desired. The settings may also be changed using the 
process of Fig. 4, instead of entering the changes at the 
operator interface 58/59. 

[0044] In step 82, once the changes have been made 
35 and the new configuration has been set, the operator 
commands the system to send a remote out-of-service 
request to a selected EGM. This step and the remaining 
steps may be performed automatically by a software 
routine initiated by the operator. 
40 [0045] In step 83, the identified EGM changes to an 
out-of-service mode if there are no credits in the ma- 
chine (i.e., the machine is not in use), and the machine 
notifies the system that it is in the out-of-service mode. 
[0046] In step 84, the configu ration server 60, storing 
45 the new settings, downloads the new settings to the se- 
lected EGM or to a bank of EGMs. 
[0047] In step 85, after the download, and after any 
acknowledgments, the selected EGM(s) switches back 
to the play mode, and play may be commenced using 
so the new settings. 

[0048] Accordingly, by pre-storing all the possible pa- 
rameters in the EGMs, not only is it very simple for the 
attendant to set the configurations of one or more EGMs 
but it is known with assurance that the EGM(s) can ac- 
55 cept a selected configuration. 

[0049] Further, the system in accordance with one 
embodiment of the invention can be used with a variety 
of types of EGMs manufactured by different manufac- 
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turers; each EGM would be responsible for identifying 
the possible parameters acceptable by that EGM. Other 
advantages stem from this invention due to its simplicity 
and reliability. 

[0050] In another embodiment, one of the EGMs in a 
bank of interconnected EGMs is configured at the EGM 
by an operator in the manner described with respect to 
Fig. 4. The configured EGM can then act as a master 
for the other slave EGMs in the bank. Any of the EGMs 
in the bank can be the master, and the selection of which 
EGM is to be the master may depend on which EGM is 
most convenient to the operator or which EGM is not in 
use. The configured master EGM is controlled by the 
operator to download its configuration settings to any of 
the slave EGMs in the bank. A menu displayed by the 
master EGM allows the operator to enter the various 
downloading commands. The master EGM basically 
performs the functions of the operator interface 58/59, 
configuration server 60, and communication blocks in 
Fig. 3. This type of configuration-setting technique does 
not require an external central computer connected via 
a network to the bank of EGMs; all functions of the cen- 
tral computer may be performed by the master EGM. 
[0051] If the operator wishes to download the config- 
uration settings from an EGM in one bank to an EGM in 
another bank, where the banks are not connected, the 
configuration settings of the EGM are first uploaded to 
a portable memory device. Such a portable memory de- 
vice may be a laptop computer, a personal digital assist- 
ant (PDA), or any other suitable device. The portable 
memory device may interface with the EGM via a wire- 
less connection, a USB port, or any other suitable inter- 
face. The portable memory device is then transported 
to the target EGM, and the stored settings are down- 
loaded to the EGM via a suitable interface. Downloading 
techniques similar to Figs. 7 or 8 may be used, except 
that the "system" in the flowchart of Fig. 7 is the portable 
memory device. The target EGM may then be config- 
ured as the master for its bank, and the settings may be 
downloaded to the slave EGMs in the bank. The stored 
settings in the portable memory device may also be re- 
motely downloaded to any gaming machines in the ca- 
sino's network. 

[0052] While particular embodiments of the present 
invention have been shown and described, it will be ob- 
vious to those skilled in the art that changes and modi- 
fications may be made without departing from this in- 
vention in its broader aspects and, therefore, the ap- 
pended claims are to encompass within their scope all 
such changes and modifications as fall within the true 
spirit and scope of this invention. 



Claims 

1 . A method for configuring an electronic gaming ma- 
chine (EGM), the EGM (1 OA) being connected with 
other EGMs (10B.10C) via a communications link 



(50), the method comprising: 

initiating a configuration routine at a first EGM 
(10A); 

5 

displaying one or more menus on a video 
screen (12) on the first EGM, the one or more 
menus offering possible configurations for play 
of a game on the first EGM; 

10 

receiving signals by the first EGM from an op- 
erator at the first EGM selecting configurations 
from the offered possible configurations; and 

is uploading the configuration settings to an ex- 

ternal memory (60) so as to store the configu- 
ration settings in the memory. 

2. The method of Claim 1 further comprising: 

20 

identifying at least a second EGM (1 0B) for be- 
ing configured with the configuration settings of 
the first EGM (bA); and 

25 downloading the configuration settings from the 

external memory (60) to at least the second 
EGM to store the selected configuration set- 
tings in at least the second EGM. 

30 3. The method of Claim 2 further comprising the sec- 
ond EGM (10B) transmitting its possible configura- 
tions to a server (60) to allow the server to verify 
that the second EGM can support the selected con- 
figuration settings, and then subsequently down- 
35 loading the settings upon the server verifying that 
the second EGM can support the settings. 

4. The method of Claim 2 or 3 further comprising 
changing the configuration settings of an ECM in 

40 accordance with a method comprising: 

sending an out-of-service request to a selected 
EGM; 

45 transmitting an acknowledgment by the select- 

ed EGM that the EGM is now out of service; 

identifying one or more new configuration set- 
tings from a set of possible configurations avail- 
50 able to the selected EGM; 

downloading the new configuration settings to 
the selected EGM; and 

55 the selected EGM switching back to an active 

play mode. 

5. The method of any of Claims 2 through 4 further 
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15. A method for configuring an electronic gaming ma- 
chine (EGM), the EGM (1 OA) being connected with 
other EGMs (10B.10C) via a communications link 
(50), the method comprising: 

5 

initiating a configuration routine at a first EGM 
(10A); 

displaying one or more menus on a video 
10 screen (12) on the first EGM, the one or more 

menus offering possible configurations for play 
of a game on the first EGM; 



comprising downloading the configuration settings 
from the external memory (60) to a plurality of 
EGMs to store the selected configuration settings 
in the plurality of EGMs. 

6. The method of any of the preceding claims wherein 
the possible configurations comprise a plurality of 
different games that can be played on the first EGM 
(10A). 

7. The method of any of the preceding claims wherein 
the possible configurations comprise different de- 
nominations acceptable by the first EGM (1 OA). 

8. The method of any of the preceding claims wherein 
the possible configurations comprise a number of 
reels displayed by the first EGM (10A). 

9. The method of any of the preceding claims wherein 
the possible configurations comprise a number of 
paylines that can be played- on the EGM (1 OA). 

10. The method of any of the preceding claims wherein 
the possible configurations comprise an average 
payback percentage of the first EGM (10A). 



11. The method of any of the preceding claims wherein 
receiving signals comprises receiving signals from 
a touch screen (12) in the first EGM (10A). 

1 2. The method of any of the preceding claims wherein 
uploading the configuration settings comprises 

. storing the settings in a configuration server (60) 
connected to the communications link (50). 

13. A method for configuring an electronic gaming ma- 
chine (EGM), the EGM (10A) being connected with 
other EGMs (10B.10C) via a communications link 
(50), the method comprising; 

selecting EGM configuration settings from a 
set of possible configurations stored in the EGM 
(10A); 

storing the selected configuration settings in 
a memory (60) external to the EGM; 

identifying one or more other EGMs (10B, 

10C); 

receiving, from the one or more other EGMs, 
a set of possible configurations for the one or more 
other EGMs; 

verifying that the one or more other EGMs can 
support the selected configuration settings; and 

downloading the configuration settings from 
the memory to the one or more other EGMs. 

14. The method of Claim 13 wherein selecting EGM 
configuration settings is performed at a first EGM 
(10A). 



receiving signals by the first EGM from an op- 
ts erator at the first EGM selecting configurations 
from the offered possible configurations; 

storing the configuration settings in a memory 
(34) in the first EGM; and 

20 

downloading the configuration settings by the 
first EGM to at least some of the other EGMs 
via the communications link. 

25 16. The method of Claim 15 further comprising: 

designating the first EGM (1 OA) as a master pri- 
or to downloading the configuration settings. 

30 1 7. The method of Claim 1 5 or 1 6 further comprising: 

downloading the configuration settings of the 
first EGM (10A) to a portable memory device; 

35 transporting the portable memory device to a 

second EGM (10B); and 

downloading the configuration settings stored 
in the portable memory device to the second 
40 EGM. 

18. An electronic gaming machine (EGM) (10A) for be- 
ing connected to other EGMs (1 0B.1 0C) via a com- 
munications link (50), the EGM comprising: 

45 

a controller (34) for carrying out a program in a 
memory, the controller for carrying out the fol- 
lowing method: 

so initiating a configuration routine; 

displaying one or more menus on a video 
screen (12) on the EGM, the one or more 
menus offering possible configurations for 
55 play of a game on the EGM; 

receiving signals by the EGM from an op- 
erator at the first EGM selecting configura- 
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tions from the offered possible configura- 
tions; 

storing the configuration settings in a mem- 
ory in the first EGM; and 5 

downloading the configuration settings by 
the EGM to at least some of the other 
EGMs via the communications link. 

10 

19. An electronic gaming machine (EGM) (10A) for be- 
ing connected with other EGMs (10B.10C) via a 
communications link (50, the EGM comprising: 

a controller (34) for carrying out a program in a 15 
memory, the controller for carrying out the fol- 
lowing method: 

initiating a configuration routine; 

20 

displaying one or more menus on a video 
screen (12), the one or more menus offer- 
ing possible configurations for play of a 
game on the EGM; 

25 

receiving signals from an operator at the 
EGM selecting configurations from the of- 
fered possible configurations; and 

uploading configuration settings to an ex- 30 
temal memory (60) so as to store the con- 
figuration settings in the memory. 

20. A gaming system comprising: 

35 

a plurality of electronic gaming machines 
(EGMs) (10A-10C) connected to a network 
(50), at least a first EGM comprising: 

a controller (34) for carrying out a program 40 
in a memory, the controller for carrying out 
the following method: 

initiating a configuration routine; 

45 

displaying one or more menus on a 
video screen (12), the one or more 
menus offering possible configura- 
tions for play of a game on the EGM; 

50 

receiving signals from an operator at 
the EGM selecting configurations from 
the offered possible configurations; 
and 

55 

uploading configuration settings to an 
external memory (60) so as to store 
the configuration settings in the mem- 



ory, other EGMs connected to the net- 
work being able to receive the stored 
configuration settings from the exter- 
nal memory so as to all have the same 
configuration settings. 
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